[5E] Class: Explorer (Indiana Jones!) 


Rough sketch of a class that's built around dungeoneering and relies on "Artifacts" that imbue 
hem with special powers. Also, you know, inspired by Indiana Jones. 


So two main things to work on: 


1. Is there even a hint of proper balance? How do we test that? 
2. More cool artifact options. 


Hit Dice. 1d8 per explorer level 
Hit Points at 1st Level. 8+ your Constitution modifier 


Hit Points at Higher Levels. 1d8 (or 5) + your Constitution modifier per explorer level after 1st. 


Proficiencies 


Armor. Light Armor 

Weapons. Simple weapons, hand crossbows, whips, rapiers, shortswords 
Tools. Climber's Kit 

Saving Throws. Dexterity, Intelligence 


Skills. Choose any three from Acrobatics, Arcana, History, Insight, Investigation, Perception, 
Religion, Sleight of Hand, and Stealth. 


Equipment 


ou start with the following equipment, in addition to the equipment granted by your 
background: 


(a) a rapier, (b) a shortsword, or (c) a quarterstaff 
(a) an explorer's pack, or (b) a dungeoneer's pack 
e Awhip, a hand crossbow, and 20 bolts 


e Leather armour and a component pouch 


Class Progression 


Level 1: Expertise, Imbalancing Strike, Dungeon Delver 

Level 2: Trap Sense, Spellcasting 

Level 3: Artifact 

Level 4: Ability Score Improvement 

Level 5: Shutdown 

Level 6: Imbalancing Strike Improvement, Trap Sense Improvement 
Level 7: Artifact Feature 

Level 8: Ability Score Improvement, Lightning Speed Research 
Level 9: -- 

Level 10: Dungeon Delver Improvement, Improvised Escape 
Level 11: Artifact Feature 

Level 12: Ability Score Improvement 

Level 13: -- 

Level 14: Shutdown Improvement, Ancient Acclimation 

Level 15: Artifact Feature 

Level 16: Ability Score Improvement 

Level 17: - 

Level 18: Impossible Knowledge 

Level 19: Ability Score Improvement 

Level 20: Lifelong Learning 


Class Features 


Expertise. At level 1, choose two of your skill proficiencies. Your proficiency bonus is doubled 
for any ability check you make that uses either of the chosen proficiencies. 


Imbalancing Strike. At level 1, you can knock down foes much larger than you. Subtract 5 from 
an attack roll with a reach weapon. On a hit, deal normal damage, and if your target is a creature 
lof no more than one size larger than you, it is knocked prone and you deal an extra 1d6 
bludgeoning damage. At level 6, you can knock prone a creature that is two sizes larger than 

ou and you deal an extra 2d6 bludgeoning damage instead. 


Dungeon Delver. At level 1, you have already spent hundreds of hours exploring dungeons of all 
kinds. While in a dungeon, you always know the location of the entrance or exit to that dungeon 
las long as you have passed through that entrance or exit at least once. You also have 
advantage on perception and insight checks when searching for hidden rooms, passages, and 
mimics. At level 10, you know every entrance and exit to a dungeon (regardless of whether 

ou've passed through it) as well as three types of enemies that are currently inside the 
dungeon at the DM's discretion. 


Trap Sense. At level 2, you have become attuned to the presence of traps. You can use this 
ability to sense how many traps are within 120 feet of your position. Once you have used this 
ability, you must complete a short or long rest to use it again. This ability can also be recharged 
When an ally triggers or disarms a hostile trap you were not aware of from your Trap Sense. At 
level 6, your range increases to 300 feet and you know the precise direction of any traps you 
detect with this ability. 


Shutdown. At level 5, your keen mind for practicality has lost all patience for showmanship. 
When an enemy takes any action that is not the Attack action, you may use your reaction to 
make a ranged attack on that enemy as long as you have a ranged weapon in your hand. At level 
14, you may use this reaction even without having a ranged weapon in your hand: you sheath 

our current weapon, draw your ranged weapon, fire, and (optionally) draw your original weapon 
again. 


Lightning Speed Research. At level 8, you are reknowned for your ability to pick up new 
information and commit yourself to study. When you are in an unfamiliar region or city, you can 
spend 10 gp and 3 hours of studying to grant yourself advantage on any Intelligence (history) 
checks about the region for one week. You also know every kind of creature native to the region 
land can innately sense when someone is lying about their respective knowledge (or simply 
doesn't know the answer). 


Improvised Escape. At level 10, you think fast on your feet and can make use of items and 
vehicles around you to facilitate an escape from tricky situations. You gain proficiency in 
improvised weapons and can safely operate any land vehicle, boat, or riding animal as long as 

ou have a trusted ally riding with you on the same vehicle or creature. Additionally, you may 
move an extra 10 feet when you take the Dash action. 


Ancient Acclimation. At level 14, you have ingested so many foreign toxins from your various 
adventures that you have developed antibodies to deal with unwanted infections. You gain 
resistance to necrotic damage and can identify any poisonous substance you consume, as well 
las the steps necessary to cure yourself (or others), as long as this poison isn't magical in 
nature. 


Impossible Knowledge. At level 18, your head swims unbearably with hidden knowledge far 
beyond your years. You double your proficiency bonus when making an Arcana or History 
check. Additionally, if you do not know the spell Identify, you learn it immediately. You can cast, 
at-will, the spell Identify without expending a spell slot. 


Lifelong Learning. At level 20, you have come to a fundamental understanding of the nature of 
he world and have realized you do not have enough time to explore all that life offers ... not 
without intervention, at least. Your lifespan doubles. You gain all of the benefits of old age and 
none of the detriments, remaining fit, active, and healthy until your final days. You gain an 
additional 4 hit dice, you are immune to disease and necrotic damage, and you are resistant to 


At level 3, an otherwise mundane item you've acquired through your adventures is revealed to 
be a powerful Artifact of an ancient religion or civilization. Harnessing the true power of this 
artifact is crucial to your victory over foes, although the use of these powers often comes with a 
price. 


Divine Artifact 


Blinding Rays of Providence. At level 3, you are able to display a pale glimpse of your Artifact's 
rue nature. You hold your Artifact high and avert your eyes. All creatures within 30 feet of you 
who can see your Artifact and have not also averted their eyes must make a Charisma save to 
meet your spell save DC or are blinded until the end of your next turn. This ability replenishes 
after completing a long rest or after proudly displaying your Artifact in direct sunlight for 2 
hours uninterrupted. Using this ability more than twice in a single day leaves you terribly 
Sunburned for 24 hours; you have vulnerability to bludgeoning, slashing, and piercing damage if 
ou are wearing light armor or no armor. 


Shroud of the Martyr. At level 7, your Artifact rumbles and smokes, empowering you with 
domination over your foes. Noxious fumes spill from your Artifact, spreading around corners 
and filling up the room in a 60 foot radius. The fog lasts for a number of turns equal to your 
Charisma modifier. Every creature in the fumes, aside from yourself, suffers disadvantage on 
attacks that rely on vision unless these attacks deal radiant damage. Once you have used this 
ability, you must complete a short rest before you can use it again. After the first use of this 
ability in a single day, each subsequent use affects you as well — you are no longer immune to 

he negative effects and you suffer the same as others suffer. You must complete a long rest in 
order to become immune to its effects again. 


Unjust Death At level 11, your Artifact has begun to directly intervene in your life; it decides 
Whether you live or die, not you. When you drop to zero hit points and are not killed outright, you 
may add your Charisma modifier to your death saves. You also gain resistance to all damage 
until you are stabilised or conscious. Once you have used this ability, you must complete a 
short rest before you can use it again. However, if you attempt to use this ability when you have 
been knocked unconscious as a clear, direct result of a choice you have made that is 
unambiguously evil, you instantly die. 


True Nature. At level 15, a secret component of your Artifact is revealed to those who would 
contest the limits of your power. Ethereal spirits burst out and drain the life out of the 
dissenters. You may choose up to three creatures that you can see within 20 feet. The 
creatures you choose must make a Charisma check to meet your spell save DC, or else take 
4d10 necrotic damage and 6d6 radiant damage on a failed save, or half damage on a success. 

ou must complete a long rest before you can use this feature again. Each time you use this 
feature, you must make a DC 10 Charisma save or your alignment shifts one space down 

owards Evil for one week (returning to your original alignment at the end of the week). If you 
attempt to use this ability when you have an Evil alignment, you must make a DC 15 Charisma 
saving throw or the ethereal spirits attack you instead: you take 4d10 necrotic damage and 6d6 
radiant damage immediately. 


Eldritch Artifact 


Untamed Forces. At level 3, your Artifact seeps into your mind and fractures the divide between 
ou and the ethereal plane. Whenever you cast a spell of 1st-level or higher, roll a d20. Ona 1, 

roll ad100 on the Wild Magic table as a sorcerer would. Additionally, as a reaction, when an 

enemy or ally casts a spell of 1st-level or higher, you may roll a d100 on the Wild Magic table 

land choose whether or not to apply that effect to your target. Once you have used this reaction, 
‘ou must complete a short rest before you can use it again. 


Revelation. At level 7, your artifact's influence permeates across the battlefield, and all you 
have to do is unlock its effects upon the minds of others to drive them insane. Make a ranged 
spell attack against a creature you can see or hear within 60 feet. On a hit, they take 2d10 
psychic damage and make three attacks against their closest enemy or ally, moving if 
necessary, and taking no action if they are unable to attack. You must complete a short rest 
before you can use this feature again. If you miss with the attack, all of its effects (except 
damage) immediately apply to you instead. 


Fabric Crunch. At level 11, your Artifact is beginning to rip through reality itself around you, 
making you nearly impossible to hit. Shimmering energy around your body increases your AC 
by 2. Additionally, as a reaction, when you are hit with a spell that targets only you, you may 
immediately force a creature within 60 feet that you can see to make a Dexterity saving throw 
against your spell save DC or else suffer the effects of the same spell. Whenever you take this 
reaction, you gain disadvantage to Charisma, Intelligence, and Wisdom saving throws for 1 
minute. 


Glimpse Into Madness. At level 15, an unspeakable creature on a forgotten plane uses your 
Artifact as a waypoint between its world and yours, and anyone who dares attack you may draw 
its curiosity. When you are hit with a melee or ranged attack, you may use your reaction to force 

our attacker to cast Contact Other Plane on themselves. Their intelligence saving throw is 
against your spell save DC, and they take an additional 4d10 psychic damage regardless of 
success or failure. If they are able to speak to the entity, they are incapacitated for 1 minute and 
are effectively senseless as they psychically converse. Each time you use this ability, you gain a 
point of exhaustion. 


Spellcasting 


ou gain the ability to cast spells at level 2 on account of your time spent exploring ancient 
dungeons and studying their secrets in solitude. 


Spellcasting Ability. Intelligence. Your spellcasting ability comes from study and 
contemplation. You memorise your spells and rely on a component pouch for the material 
components of your spells. 


Spell Save DC. 8 + your proficiency bonus + your intelligence modifier 
Spell Attack Modifier. your proficiency bonus + your intelligence modifier 


Ritual Caster. You can cast any explorer spell you know as a ritual if that spell has the ritual tag. 
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Catapult 

Comprehend Languages 
Detect Magic 

Detect Poison and Disease 
Disguise Self 
Expeditious Retreat 
Feather Fall 

Hunter's Mark 

Identify 

Jump 

Longstrider 

Purify Food and Drink 


Arcane Lock 
Continual Flame 
Cordon of Arrows 
Darkvision 
Enlarge/Reduce 
Find Traps 

Knock 

Locate Object 

Pass Without Trace 
Protection From Poison 
See Invisibility 
Spider Climb 


Counterspell 

Daylight 

Dispel Magic 

Fly 

Glyph of Warding 
Nondetection 
Protection From Energy 
Remove Curse 

Sending 

Speak With Dead 


e Water Breathing 
e Water Walk 


Fabricate 

Freedom of Movement 
Grasping Vine 

Locate Creature 
Stoneskin 


Dispel Evil and Good 
Hallow 

Legend Lore 
Telekinesis 


